Starship Tactical Combat Simulator - Rules Modifications, Clarifications, And Additions
8

Star Trek

-

Starship Tactical

Combat Simulator

(Rules Id 2003A)

Rules Modifications, Clarifications,

And Additions

(MCA)

by David Ternes

Version 7.1, 27 October 2002

Table Of Contents

2Rules Modifications And Clarifications

Level Of Rules Used
2
Moving The Starship, Warp Speeds
2
Firing Weapons, Damage Results, Effects From Superstructure Hits
2
Rules For Combat, Sequence Of Events, Tactical Advantage Phase
2
Rules For Combat, Sequence Of Events, Sensors Phase
2
Sensors, Sensor Locks, Obtaining A Sensor Lock - Loosing Lock
2
Sensors, Sensor Locks, Obtaining A Sensor Lock - Range
2
Sensors, Sensor Locks, Obtaining A Sensor Lock - Information
2
Sensors, Sensor Locks, Additional Information
3
Sensors, Sensor Shadows
3
Moving The Starship, Moving In Reverse
3
Moving The Starship, Emergency Heading Changes
3
Moving The Starship, Tactical Heading Changes
3
Moving The Starship, Evading Missile Fire
3
Firing Weapons, Ship Explosions
3
Firing Weapons, Ship Explosions, Multiple Explosions
3
Firing Weapons, Ship Explosions, Damage From Exploding Ships
4
Special Equipment, Mines, Mine Damage
4
Special Equipment, Romulan Cloaking Devices
4
Special Equipment, Detecting Cloaked Ships
4
Special Equipment, Cloak Detection Table
4
Systems Repair, Systems Repair Procedure
5
Creating Captains And Crews, Crew Efficiency
5
Campaign Advancement
5
Rescues During Combat
5
Rules For Combat, Stress From Emergency Heading Changes
5
Firing Weapons, Damage Results, Effects From Shield Generator Hits
5
Firing Weapons, Damage Results, Effects From Beam Weapon Hits
5
Firing Weapons, Damage Results, Effects From Missile Weapon Hits
5
Firing Weapons, Damage Results, Effects From Superstructure Hits
5
Firing Weapons, Damage Results, Effects From Bridge Hits
5
Firing Weapons, Damage Results, Effects From Crew Casualties
5
Firing Weapons, Self-Destructing A Starship
5
Systems Repair
6
Systems Repair, Repairing Weapons, Residual Damage Effects
6
Defense Outposts, Using The Master Control Panel
6
Rules Additions
6
Crew Efficiency, Crew Quality, And Captain’s Rating
6
Outpost Movement
6
Repairing Superstructure And Engine Damage
6
Negative Superstructure
6
Carry Values From Hits
6
Destroying Engines
7
Missile To-Hit Modifier
7
Extended To-Hit Values
7
To-Hit Modifier For Speed
7
Firing Without A Sensor Lock
7
Range Zero Combat
7
Activating Shut Down Engines
7
Weapons Recharge Time
8
Detecting And Destroying Mines
8
Carrying And Deploying Mines
8
Repair Assistance By Tenders During Battle
8
Ramming
9
Tractor Beams
10
Transporters
10
Towing
11
Carrying Marines
11
Boarding Operations
11
Shipboard Melee Combat
12
Armor
14
Matter / Anti-Matter Generators
15
Warp Movement Rules
15
Introduction
15
Sub-Light Combat
15
Warp Speed Combat
16
Warping Out Of Battles
16
Warping Into Battles
16
Sub-Light Movement
17



Rules Modifications And Clarifications TC  "Rules Modifications And Clarifications" \l 1 
Level Of Rules Used TC  "Level Of Rules Used" \l 2 
The Graduate Starship Tactics Course will be the primary rules used (with modifications).  Command And Control rules (pages 40 through 52) will not be used.

Moving The Starship, Warp Speeds TC  "Moving The Starship, Warp Speeds" \l 2  (page 16)
[There once was a much longer section here explaining why this section of the rules is so stupid.  It has been removed to shorten the rules.]

The authors are idiots!  Ignore all of the garbage in this section.  Most of it is self-contradictory babble which has nothing to do with anything which occurs in the TV shows or movies.  It is abundantly clear that combat normally occurs only at sub-light speeds.  Warp speed is for interstellar movement, not for combat.

For further rules on warp movement in and out of battle, refer to the “Warp Movement Rules” at the end of this write-up.

Firing Weapons, Damage Results, Effects From Superstructure Hits TC  "Firing Weapons, Damage Results, Effects From Superstructure Hits" \l 2  (page 19)

A vessel which has had its superstructure reduced to a negative value may, provided it has crew onboard, perform repairs to the superstructure.  If the repairs bring the superstructure points to a positive value, then the vessel may again begin to operate normally for a ship with its level of damage.

Rules For Combat, Sequence Of Events, Tactical Advantage Phase TC  "Rules For Combat, Sequence Of Events, Tactical Advantage Phase" \l 2  (page 24)

If the Skill Rating for captains is not used, compare the Crew Efficiencies.  The ship with the higher Crew Efficiency has the advantage.  If the Crew Efficiencies are tied, the smaller ship (by Class size) has the advantage.  If the ships are the same Class, then each captain rolls a D10.  The higher die roll has the advantage.  If two ships on the same side have the same tactical advantage and Crew Efficiencies, then they may choose which ship acts first.

Rules For Combat, Sequence Of Events, Sensors Phase TC  "Rules For Combat, Sequence Of Events, Sensors Phase" \l 2  (page 24)

An additional step is added prior to Step 4, but in the Sensor Phase.  This step is termed “Shield Control”.  During this step each ship must decide whether or not any of its powered shields will be lowered for the current round of sensors / movement / firing.  If a shield is lowered, it is treated as if it had no power for this round.  It may be repowered normally during the Repair / Repower Phase.

Sensors, Sensor Locks, Obtaining A Sensor Lock - Loosing Lock TC  "Sensors, Sensor Locks, Obtaining A Sensor Lock - Loosing Lock" \l 2  (page 25)

A ship will loose any sensor lock it holds any time it is hit by damage which penetrates its shields from any source, not just from the targeted ship.

Sensors, Sensor Locks, Obtaining A Sensor Lock - Range TC  "Sensors, Sensor Locks, Obtaining A Sensor Lock - Range" \l 2  (page 25)

Sensor locks may not be achieved beyond a range of 36 hexes.  The following table is used in place of the standard 1-6 probability of obtaining a sensor lock.  Range is counted in hexes.

Defense Outposts and other types of bases and space structures other than ships which have six (6) or more weapons per firing arc are allowed to have two sets of sensors.  They may lock on and hold locks with each sensor in the same phase.  The sensors may acquire the same or different targets and may control any of the weapons.


Range
Chance Of A Lock


0-7
1-10


8-14
1-9


15-21
1-8


22-28
1-7


29-36
1-6


> 36
None

Sensors, Sensor Locks, Obtaining A Sensor Lock - Information TC  "Sensors, Sensor Locks, Obtaining A Sensor Lock - Information" \l 2  (page 25)

Beyond 36 hexes the only information which must be revealed about a vessel is;


1)
Its location


2)
The direction in which it is currently headed.


3)
Its class (I-XX)


4)
The maker of its warp engines (ex. “it has Federation engines”).

This information must be revealed to any ship with functional sensors during the Shield Lock sub-phase if asked.

Sensors, Sensor Locks, Additional Information TC  "Sensors, Sensor Locks, Additional Information" \l 2  (page 25)

If a ship has lowered a powered shield (usually done because it will use its transporters), then the answers to Questions Q3 and Q4 must reflect this status.

For Answer A3, the first part of the response is as if the down shield were up (i.e., a normal answer).  The number of down shields is added to the response.  For example:  A ship which has three shields (ratio of 1:2), each at 10 points, drops one shield and is asked Question Q3.  The response would be “three shields powered, 30 shield points, ratio is 1:2, one shield is down”.

For Answer A4, the response for a shield which is powered but which is lowered is “No” (i.e., the shield is down).  A ship which has its number 3 shield powered to 10 points, but which is lowered would respond; “The shield is down”.

Sensors, Sensor Shadows (page 26) TC  "Sensors, Sensor Shadows" \l 2  (page 26)

A ship in a sensor shadow may be removed from the board if no enemy ship is able to sense it.  The removal is at the option of the controlling player.

Moving The Starship, Moving In Reverse TC  "Moving The Starship, Moving In Reverse" \l 2  (page 26)

Reverse movement is not the mirror image of forward movement.  For any one movement point when in reverse, a ship may either change heading or move backwards (i.e., there is no move back one hex and turn one hex side).  While moving in reverse a ship may not use the Emergency Heading Change rule.

Moving The Starship, Emergency Heading Changes TC  "Moving The Starship, Emergency Heading Changes" \l 2  (page 26)

The Emergency Heading Changes rule and the Tactical Heading Changes rule combine to make little sense other than to allow a ship to spin constantly, and eventually tear itself apart.  Therefore, a single rule, to be known as “Emergency Heading Changes” will replace both.

After all movement is finished, in order of Tactical Advantage, ships may elect to execute an Emergency Heading Change.  This results in the ship changing its facing one hex side.  The ship will automatically receive one point of damage to each warp engine and one point of damage to its superstructure.  If the ship has no functional warp engines, then one point of damage will be applied to its impulse engine.  The ship may also take additional damage based to the Turning Stress Chart.

A ship which is not capable of movement may not make an Emergency Heading Change.  Outposts may not execute an Emergency Heading Change.

Moving The Starship, Tactical Heading Changes TC  "Moving The Starship, Tactical Heading Changes" \l 2  (page 27)

See the previous “Moving The Starship, Emergency Heading Changes (page 26) rule.

Moving The Starship, Evading Missile Fire TC  "Moving The Starship, Evading Missile Fire" \l 2  (page 27)

The Graduate Course rules will be used (see “Evading Missile Fire” on pages 34 and “Fire From Ships Evading Missiles” on 37).

Firing Weapons, Ship Explosions TC  "Firing Weapons, Ship Explosions" \l 2  (page 28)

Under the rules, starships explode far too often.  It is very easy for any damaged ship to reach negative ten (-10) superstructure points, so almost all ships end their combat careers by exploding.

The explosion roll against superstructure determines whether or not a ship has taken sufficient damage to allow for the possibility that its warp core will malfunction.  To reduce the occurrences of explosions, there will be two additional rolls after a ship has failed this explosion roll.

First, the ship may make a Crew Efficiency check.  If the check is successful, then the crew has been able to eject the warp core before it explodes.  The resulting explosion is minor, outside of the ship, and causes no damage.  A ship which has no crew may not attempt to eject its warp core.

If the Crew Efficiency check fails, then the ship may make a check against warp core damage.  Use the following formula;


Warp Core Roll Value = (Remaining warp engine power / Original warp engine power x 100) +10

A natural roll of 100 (00) is always a failure.  If a percentile dice roll is less than or equal to the Warp Core Roll Value, then the warp core is intact and will explode.  If the roll is greater than the Warp Core Roll Value, then the warp core has been damaged, is no longer operational, and cannot explode.

If either the Crew Efficiency or Warp Core roll result in the ship not exploding, then that ship can never explode, or self-destruct (its warp core is destroyed or ejected).  The ship ceases all operations and goes dead in space.  This condition must be announced, as it is readily apparent to all other units.

Firing Weapons, Ship Explosions, Multiple Explosions TC  "Firing Weapons, Ship Explosions, Multiple Explosions" \l 2  (page 28)

When more than one ship is exploding in a phase, the order in which the damage from explosions is resolved will be determined, not by the highest level of damage, but by the highest number of superstructure damage points above the number of points in the superstructure (i.e., the ship with the most “negative” superstructure points explodes first).  If damage from a ship’s explosion causes another ship to explode, the exploding ship is added to the end of the sequence of exploding ships.

Firing Weapons, Ship Explosions, Damage From Exploding Ships TC  "Firing Weapons, Ship Explosions, Damage From Exploding Ships" \l 2  (page 28)

Ignore the Damage From Exploding Ships table.  There is a simpler, easier, and more logical way to handle this.  Also, the power of explosions will be reduced to keep their impact on the game reasonable, and explosions will not always extend out ten hexes.

The damage from an exploding ship will be based on the number of power boxes it has available at the moment it explodes (i.e., after all damage has been applied, and note that damage from other exploding ships may reduce a ship’s power before it explodes – explosions are not simultaneous).  The damage in the hex of the exploding ship will be equal to the power boxes (not doubled as in the rules).  Each hex out from the exploding ship will receive one half the damage of the previous hex (drop all fractions).  The effects of the explosion end when the damage value reaches zero.

Ships in the same hex as the exploding ship will take damage only through one shield, and that will be the one facing the exploding ship.  If the relationship between the ships has not been determined during the Firing Phase, then roll randomly (D6) to determine which shield faces.

Special Equipment, Mines, Mine Damage TC  "Special Equipment, Mines, Mine Damage" \l 2  (page 29)

If a ship remains stationary in the same hex as a mine, the shield attacked by the mine will be determined at random.

If a ship remains in the same hex, but rotates, then the shield attacked will be either shield #1 or #3, depending on the direction of rotation (if the ship turns while in reverse the shield will be #4 or #6)..

Special Equipment, Romulan Cloaking Devices TC  "Special Equipment, Romulan Cloaking Devices" \l 2  (page 29)

Ships may not fire weapons while cloaked.

A cloaking device will not function whenever a ship has lost 70% of its superstructure or when the Maneuver Engineering Grid is inoperable.  Any ship which is cloaked when either of these conditions occurs will automatically uncloak in the Repair / Repower Phase.

A ship which receives a Bridge hit may not change its cloaking status, except by withdrawing all power from the device during a Power Allocation Phase, while the effects of the Bridge hit apply.

Special Equipment, Detecting Cloaked Ships TC  "Special Equipment, Detecting Cloaked Ships" \l 2  (page 30)

If more than one cloaked vessel is successfully scanned by a vessel in one Sensors Phase, then the vessels in the scanned area will secretly roll a die to determine which one is the one which has been locked-on to.  For each cloaked vessel which is in the scanned area which could have been detected but which was not locked-on to, an additional D10 die will be rolled (i.e., one die per ship).  On a result of 1-5, the sensing ship is informed that it located the additional ship, but did not lock on to it.

Example:  There are three moving cloaked ships (A, B, and C) and one stationary cloaked ship in a scanned area.  The sensing ship’s die roll is adequate to detect all three of the moving ships, but not the stationary ship.  A die is rolled and ship B is determined to be the one onto which the sensing ship locked.  Another die is rolled for each of the other two moving ships.  Ship A rolls a 6 and ship C rolls a 2.  The location of ship B is reported to the sensing ship and the sensing ship is also told that a second ship was detected.

Special Equipment, Cloak Detection Table TC  "Special Equipment, Cloak Detection Table" \l 2  (page 30)

The following two tables replace the Cloak Detection Table.  Prior to determining the scan results for each enemy ship, the cloaked side secretly rolls a D10.  If the result is 1 through 5, then Cloak Detection Table (1-5) is used for the following sensor lock attempt.  If the result is 6 through 0, then Cloak Detection Table (6-0) is used for the following sensor lock attempt.  The table selection roll is made separately for each enemy ship which is scanning for cloaked ships.  These tables insure that a sensing ship never knows for sure whether or not it has successfully scanned an area.


CLOAK DETECTION TABLE (1-5)


Movement Of Cloaked Vessel


Range
Stationary
Moving


(Hexes)
No Lock
Lock
No Lock
Lock


1-10
1-3
1-6
1-5
1-8


11-20
1-2
1-5
1-4
1-7


21-30
1
1-4
1-3
1-6


CLOAK DETECTION TABLE (6-0)


Movement Of Cloaked Vessel


Range
Stationary
Moving


(Hexes)
No Lock
Lock
No Lock
Lock


1-10
8-10
5-10
6-10
3-10


11-20
9-10
6-10
7-10
4-10


21-30
10
7-10
8-10
5-10

Systems Repair, Systems Repair Procedure TC  "Systems Repair, Systems Repair Procedure" \l 2  (page 31)

Repairs may be made in the Repair / Repower Phase immediately after the Firing Phase in which a ship received damage.  This assumes that personnel are present in an area and will quickly react to any damage.  In gaming terms, it is usually too difficult to keep track of the time that damage occurred when involved in fleet actions where one player may control a number of ships.

Creating Captains And Crews, Crew Efficiency TC  "Creating Captains And Crews, Crew Efficiency" \l 2  (page 32)

When determining the Crew Efficiency, first establish a ship’s Crew Quality, then roll for the Crew Efficiency using the Crew Quality.  Record both the Crew Quality and Crew Efficiency for a ship.

To determine Crew Quality roll 2D10, add the values, and consult the following tables selecting the appropriate nationality.  The “%” column is for information only.  It indicates the likelihood of each Crew Quality level occurring.

Once the Crew Quality has been determined, make the roll indicated in the Efficiency Roll column.

Example:  A Federation ship rolls 2D10 with results of 7 and 2 for a total of 9.  This give the ship an Average Crew Quality.  The ship then rolls 2D10 getting 3 and 9.  Adding these rolls to 33 gives the ship a Crew Efficiency of 45.

For nations other than the United Federation of Planets, Klingon Empire, or Romulan Empire, use these tables and apply a plus or minus modifier to the Efficiency Roll.




Federation


2D10
%
Quality
Efficiency Roll


2-4
6
Green
2D10+25


5-6
9
Poor
2D10+35


7-13
57
Average
2D10+45


14-17
22
Good
2D10+55


18-20
6
Crack
2D10+65




Klingon


2D10
%
Quality
Efficiency Roll


2-3
3
Green
2D10+25


4-8
30
Poor
2D10+35


9-16
62
Average
2D10+45


17-19
9
Good
2D10+55


20
1
Crack
2D10+65




Romulan


2D10
%
Quality
Efficiency Roll


2-5
10
Green
2D10+25


6
5
Poor
2D10+35


7-14
64
Average
2D10+45


15-18
18
Good
2D10+55


19-20
3
Crack
2D10+65

Campaign Advancement TC  "Campaign Advancement" \l 2  (page 32)

Campaign Advancement and Victory Points are handled by the Campaign Master.

Rescues During Combat TC  "Rescues During Combat" \l 2  (page 32)

See the Transporters rule for modifications to Rescues.

Rules For Combat, Stress From Emergency Heading Changes TC  "Rules For Combat, Stress From Emergency Heading Changes" \l 2  (page 32)

Refer to the previous “Moving The Starship, Emergency Heading Changes (page 26)” rule for changes to this rule.

Firing Weapons, Damage Results, Effects From Shield Generator Hits TC  "Firing Weapons, Damage Results, Effects From Shield Generator Hits" \l 2  (page 35)

A shield generator which is damaged does not loose its shield points.  The shield is down, but the shield power remains allocated for the current turn, and may be used normally should the shield generator be repaired later in the turn.

Firing Weapons, Damage Results, Effects From Beam Weapon Hits TC  "Firing Weapons, Damage Results, Effects From Beam Weapon Hits" \l 2  (page 35)

The basic rule is not used.  When a bank of beam weapons is struck, the Banked Weapons Damage Table is not used.

The weapon or bank of weapons to be damaged is selected by the ship’s captain.  The damaged weapon’s arc of fire must correspond to the direction from which the damage was received.

Damage to beam weapons is then determined in the same manner as for hits on the Sensors or Shield Generators.  The damage is allocated in groups of 5 points.  On the standard Master Control Panel the “OPER”, “DMGD”, “REPD”, and “INOP” boxes are used in the same way as the damage boxes for Sensors and Shield Generators (i.e., OPER=1-8, DMGD=1-6, REPD=1-4, INOP=1-2).  If there is no fifth (OUT) box, then the fifth hit is recorded by crossing off the weapon.

For banked weapons, the entire bank is subject to the damage.  Damage must be assigned to the individual weapons in a bank in groups of 5 points (1 box).  If more than 1 box of damage occurs, then the boxes lost may be applied as desired by the captain, provided each weapon takes damage.

Excess damage points from weapons or banks which are completely destroyed are applied to the Superstructure at 1/2 value.

Firing Weapons, Damage Results, Effects From Missile Weapon Hits TC  "Firing Weapons, Damage Results, Effects From Missile Weapon Hits" \l 2  (page 35)

Damage is applied to missile weapons in the same manner as described above for “Effects From Beam Weapon Hits”.  Missile weapons which are repaired are not less accurate than undamaged missile weapons.

Firing Weapons, Damage Results, Effects From Superstructure Hits TC  "Firing Weapons, Damage Results, Effects From Superstructure Hits" \l 2  (page 36)

Damage to superstructure may be repaired in the Repair / Repower Phase, not “a later Power Allocation Phase”.

Firing Weapons, Damage Results, Effects From Bridge Hits TC  "Firing Weapons, Damage Results, Effects From Bridge Hits" \l 2  (page 36)

A ship may not attempt to warp out or perform repairs for a number of Repair Phases equal to the number of Bridge Hits received.  Example:  A ship receives three Bridge Hits during the second firing phase of turn 2.  It may not repair during the second phase of turn 2, the third phase of turn 2, and the first phase of turn 3.  If the ship receives additional Bridge Hits during this period, the time during which it may not repair is extended by one phase per Bridge Hit.

With any Bridge hit, roll one D10.  On a result of 9 or 0, the ship’s commanding officer is part of the casualties.  Create a replacement commander in the same manner as for the original commander (3D10+45), but subtract 1D10 (i.e., 3D10+45-1D10) to reflect the officer’s lower experience.  If additional replacement officers are required, use this procedure, and subtract and additional 1D10 for each new officer.  Regardless of the roll, the minimum starting value for an officer will be 30.

For Crew Casualties from a Bridge Hit, see “Effects From Crew Casualties” below.

Firing Weapons, Damage Results, Effects From Crew Casualties TC  "Firing Weapons, Damage Results, Effects From Crew Casualties" \l 2  (page 36)

When computing crew casualties the following procedure is used in place of all other crew casualty computations in the rules.

For each individual hit, determine the number of damage points.  Apply any divisors (such as 1/2 damage modifiers) to the damage points.  There are no crew casualty doubling modifiers (i.e., treat all “2C” entries as “C”).  Limit the number of applicable damage points for crew casualties to a maximum of 5 per hit (note that a hit which is divided into groups of 5 points of damage is still only one hit).

Roll for the Crew Efficiency.  If the roll is successful (equal to or less than the Crew Efficiency as modified by the Casualties Modifiers track), halve the applicable damage points, truncating any remainders (i.e., drop all decimal places).  If the roll is not successful use the applicable damage points (maximum 5).  Multiply the final applicable damage points by the percentage casualties/damage point for the ship.  Limit the result to a maximum of 20% for all cases except for Bridge hits, which are limited to a maximum of 10%.  Apply the damage to the Percent Casualties Track.

[Note:  Contrary to the statement in the rules, the Bridge is not the location of large numbers of personnel.  The TV shows and the movies, clearly indicate that the number of personnel in bridge crews are basically the same whether in battle or not, and this number is small compared to the size of the ship’s total crew.]

Regardless of all negative modifiers, a modified Crew Efficiency is never reduced below 10 as long as there are any crew members on the vessel.  It is therefore, always possible to succeed in any roll required for Crew Efficiency.  Also, regardless of any Crew Efficiency value, a roll of 100 (00) is always a failure.

Firing Weapons, Self-Destructing A Starship TC  "Firing Weapons, Self-Destructing A Starship" \l 2  (page 37)

All exploding ships are resolved before all self-destructing ships.  Any ships which explode as a result of a self-destructing ship’s explosion are resolved after all self-destructing ships.

A ship may only elect to self-destruct under limited conditions.  For a ship to initiate a self-destruct it must have crew onboard and have at least one point of power available from its engines.  No ship may initiate a self-destruct unless it has 20% or less of its crew remaining onboard (40% or less for Klingons).  Except for Klingon and Romulan vessels, a ship must pass a Crew Efficiency roll based on its original, unmodified Crew Efficiency or 50%, whichever is greater, before it will initiate a self destruct (in effect this is a morale check).

Systems Repair TC  "Systems Repair" \l 2  (page 37)

A repair roll may not be made if there are no crew members on a ship.

When attempting to repair systems which use the damage boxes with multiples of 5 points of damage (i.e., weapons, sensors, shields,  and the engineering grids) each successive attempt receives a -1 modifier to the target roll (i.e., it is easier to repair).  A maximum of -3 may be applied to any repair attempt.  In such cases a roll of 0 is always a failure.

Systems Repair, Repairing Weapons, Residual Damage Effects TC  "Systems Repair, Repairing Weapons, Residual Damage Effects" \l 2  (page 38)

Weapons repaired using the “Firing Weapons, Damage Results, Effects From Beam Weapon Hits” (page 35) rule above, do not suffer the effects of this rule.  The To-Hit Number is not reduced for a repaired weapon, nor is a beam weapon limited to one-half of its original maximum power (no one remembers to keep track of this).

Also note that as a result of the changes in the “Firing Weapons, Damage Results, Effects From Beam Weapon Hits” (page 35) rule above, repair rolls for weapons do not work as described in this rule.

Defense Outposts, Using The Master Control Panel TC  "Defense Outposts, Using The Master Control Panel" \l 2  (page 39)

The instructions for damage application and repair on this page apply to all vessels, not just to Defense Outposts.

Rules Additions TC  "Rules Additions" \l 1 
Crew Efficiency, Crew Quality, And Captain’s Rating TC  "Crew Efficiency, Crew Quality, And Captain’s Rating" \l 2 
For general play, all three of these values are not needed.  Use the Crew Efficiency for all tests, comparisons, etc.

Outpost Movement TC  "Outpost Movement" \l 2 
Outposts and other “fixed” space facilities which are equipped with impulse engines are able to move during tactical combat.  Regardless of their power, such units may never use more than three (3) movement points per turn.

When moving, an outpost may move one hex or rotate one hex side.

Repairing Superstructure And Engine Damage TC  "Repairing Superstructure And Engine Damage" \l 2 
This rule applies to the repairing of damage to superstructure (SS), warp engines, and impulse engines.  The basis for this rule are the rules on page 39 for allocating and repairing damage.  These rules apply to all vessels and defense outposts.

Just as the various systems (sensors, shield generators, etc.) may be repaired, so may superstructure and engine damage be repaired.  Instead of repairing a system, a ship may elect to repair either superstructure or engine damage.  Superstructure and engine damage is repaired by rolling against modified Crew Efficiency.  Before rolling, the ship’s commander must specify what is to be repaired.  A roll (D100) which is less than or equal to the modified Crew Efficiency will permit the repair of one box of damage.

Regardless of all negative modifiers, the modified Crew Efficiency may never be reduced below 10.

A die roll of 100 (00) is always a failed repair, regardless of the Crew Efficiency of the ship.

A repair roll may not be made if there are no crew members on a ship.

Negative Superstructure TC  "Negative Superstructure" \l 2 
A ship may have a negative value for its superstructure.  This can cause a ship explosion check (see Firing Weapons, Ship Explosions).  Further, any ship with a negative superstructure value ceases all operations, and goes dead in space.  A ship in this condition may be repaired (if it has crew), and may use its Emergency Transporters (on stored power).

Carry Values From Hits TC  "Carry Values From Hits" \l 2 
The rules assume that the locations and damage points for each weapon strike are recorded as received.  The damage is then totaled and applied at the end of a combat phase.  In larger fleet actions this is not reasonable or even always possible.

Instead, the damage to a ship should be recorded as each firing ship completes its shooting.  Any time the damage to Sensors, Shield Generators, Beam Weapons, or Missile Weapons exceeds a multiple of 5, the excess is recorded (“carried”) next to the damaged equipment and added to any additional damage to that equipment.  This carry value remains from turn to turn.  If the equipment is repaired, any carry value is eliminated.

Equipment hit for less than 5 points of damage has the damage recorded as a remainder.  Such damage does not render the equipment inoperable.  This damage may be repaired by making a repair roll as if the first damage box were marked off.

Example:  A ship takes a 12 point hit which strikes its Sensors.  The sensors take 2 boxes of damage.  The remainder is 2, which is noted next to the Sensors.  If another hit did 8 points of damage, then an additional box would be marked off and the remainder (3) added to the existing remainder.  The total for the remainder would then be 5, which causes another damage box to be marked off, with no remainder.

Destroying Engines TC  "Destroying Engines" \l 2 
It is possible to totally destroy a warp or impulse engine.  This means that the engine and its mounting have been ripped off of the ship.

After an engine has received sufficient damage to destroy all of its power boxes, it will continue to absorb damage.  When the extra damage is equal to ten (10) boxes or to the number of power boxes the engine originally had, whichever is less, then the engine and its mounting are destroyed.  Note that the extra damage is applied to the engine as if it had additional damage boxes, not  halved and put on the superstructure.  Engine hits received after the engine is ripped off are applied to the superstructure as described in the rules.  Excess damage caused by the hit which destroys an engine is lost (i.e., it is not halved and applied to the superstructure).

Until it is destroyed, an engine may be repaired normally.  Repairs to an engine with damage greater than the number of its power boxes must be applied to eliminating the extra damage before power may be regained.  Once an engine has been destroyed, it is gone, and may not be repaired by the ship’s crew.

Missile To-Hit Modifier TC  "Missile To-Hit Modifier" \l 2 
In the TV shows it is clear that missiles, notably photon torpedoes, do not have the same level of accuracy as do beam weapons.  However, these weapons have the same to-hit values on the Firing Charts.

To represent the reduced accuracy of missile weapons, all missile weapons (including plasma weapons) will have a -1 modifier applied to the required To-Hit value.

Extended To-Hit Values TC  "Extended To-Hit Values" \l 2 
When a modified To-Hit value is 1-10 or more, there may still be a chance for a miss.  Whenever the To-Hit value is 1-10 or greater, roll percentile dice on the following table.  A roll of 100 (00) is always a miss.


To-Hit
% Roll


1-10
<= 93


1-11
<= 95


1-12
<= 97


1-13+
<= 99

To-Hit Modifier For Speed TC  "To-Hit Modifier For Speed" \l 2 
Despite the comments in the rules regarding the difficulty of hitting a fast moving ship, the speed of a target ship has no effect on the ability of a firing unit to hit.  Therefore, the following table will be used to modify the to-hit value:


Target Speed
Modifier


0-2
+1


3-6
0


7-10
-1


11-15
-2

Firing Without A Sensor Lock TC  "Firing Without A Sensor Lock" \l 2 
A ship may fire at a target for which it does not have a sensor lock.  A -6 modifier will be applied to the To-Hit value from the Firing Chart.  Firing in this manner does not grant a sensor lock on the targeted ship.  Firing on a target without a sensor lock does use the sensors, therefore any existing sensor lock is lost.  A ship may not fire without a sensor lock if its sensors are not functional.

Range Zero Combat TC  "Range Zero Combat" \l 2 
The Firing Charts do not provide To-Hit values for combat when ships are in the same hex.  Use the Range 1 line for this.

The ship with the Tactical Advantage will determine the relationship between itself and any other ship in the same hex.  The relationship must be declared during movement when the ship enters the hex, and must be consistent with any relationships already declared to exist.  If a relationship is not declared, then it may be determined by a random die roll (D6).

Arcs of fire and shields are determined as if the ships were actually 1 hex apart with the specified relative positions.

Activating Shut Down Engines TC  "Activating Shut Down Engines" \l 2 
A ship which has shut down its engines is not detectable by long range sensors.  The presence of such a vessel cannot be detected at more than 40 tactical hexes.  Unless a ship locks-on to the ship, only its presence is detectable (i.e., the presence of a ship is noted in a specific hex, but no additional information need be given out).  As soon as a ship attempts to activate its engines it will become detectable normally.

A ship with its engines shut down may take no action.  It has no power to allocate.  It cannot repair, move, fire its weapons, or raise shields; nor may it attempt a sensor lock-on.

The “Engine Activation Phase” is added immediately prior to the end of a turn.  In this phase a ship may announce its intention to activate its engines and make its rolls to see if the engines come on-line.  At this time the location of the ship is revealed, if it is not already known, regardless of its location on the tactical map.  The initial activate roll will be the ship’s Crew Efficiency minus 50 (minimum 10).  On each subsequent turn 25 may be added to the requirement for the roll.  When the roll is equal to or less than the required value, the engines activate.

On the turn following a successful activation roll, the ship will have one-half of its power available (round any fractions up).  Except for the reduced power level, it may act normally.  In the next turn thereafter, the ship will have its full power available.

Weapons Recharge Time TC  "Weapons Recharge Time" \l 2 
Time is required for the power system on a ship to recharge a weapon.  To simulate this, a weapon may not fire in two immediately sequential firing phases (i.e., two back-to-back firing phases).  Effectively this means that a ship which fires a weapon in the third round of a turn may not fire it again in the first firing phase of the following turn.  The determination is by individual weapon, so it is possible for a ship to fire some of its weapons in the third firing phase of a turn and then fire other weapons in the first firing phase of the next turn.

Detecting And Destroying Mines TC  "Detecting And Destroying Mines" \l 2 
This rule expands the rules section for “Special Equipment, Mines” on page 29.

In place of a normal sensor lock-on, a ship may scan a hex for mines or may attempt to lock-on to a mine in a hex.  To scan a hex, in the Sensor Phase the ship indicates which hex is to be scanned.  It makes a normal lock-on roll with a -2 modifier.  If the lock-on is successful, the ship is told how many mines are in the hex, but no actual lock-on occurs.  If the lock-on is not successful, then no information is received.  This attempted lock-on counts as the ship’s Sensor Phase.  A ship must have a lock-on to fire at a mine.

A ship may attempt to lock-on to a mine.  This may be done whether or not the ship knows that a mine is present in a hex.  The scan is performed in the same manner as for locking-on to a ship.  The attempt to lock-on to the mine suffers a -2 to the chances for success due to the small size of the mine.  If the lock-on is successful, then the ship is informed whether or not there is a mine in the hex, and, if there is a mine in the hex, then the ship is considered to have locked-on to it.  If more than one mine is present in a hex, the scanning ship is not informed of this.  If more than one ship locks-on to a mine in the hex, then each lock-on is considered to be to a different mine, but the scanning ships are not informed of this condition until they fire on and destroy the targeted mine(s).

A ship may fire beam or missile weapons at a targeted mine in the same manner as for a targeted ship.  The fire is conducted with a -2 to the changes of a hit due to the small size of the mine.  A mine will be destroyed if the total damage from the ship is at least 3 damage points.  Damage to mines is not cumulative from ship to ship or weapon to weapon, only the damage from each individual hit is considered when determining whether or not a mine is destroyed.  Other mines in the hex are not effected by the destruction of a mine.

If the results of a ship explosion cause 3 or more damage points in a hex, than all mines in the hex are destroyed.  Enemy forces are not told of the destruction of mines in this manner.

Carrying And Deploying Mines TC  "Carrying And Deploying Mines" \l 2 
No information is provided in the rules for the handling of mines, although rules for their use in combat are given.

Mines are transported as cargo.  Each mine requires 1 Standard Cargo Unit (SCU) of space.  When transporting mines, vessels are divided into two categories; freighters and all other ships.  Freighters may use up to 90% of their total capacity (round fractions down) to carry mines.  Other types of ships may use up to 25% of their total capacity (round fractions down) to carry mines.

A ship may deploy one mine per Movement Phase.  To deploy a mine, a ship must remain stationary in a hex for one Movement Phase, have an operational tractor beam, and drop a shield for the full turn.  A mine may be placed up to four hexes from the deploying ship, provided the shield between the ship and the deployment hex is down.  This operation is obvious to any ship within lock-on range (36 hexes), and must be revealed to any ship which is within range and asks about the ship’s activity.  A mine may not be deployed into a hex in which any ship, asteroid, moon, or planet is located.

Repair Assistance By Tenders During Battle TC  "Repair Assistance By Tenders During Battle" \l 2 
Tenders (also designated as Repair Tenders, Mobile Repair Facilities, and Repair Facilities) may assist vessels in making temporary repairs during combat.  These repairs have the same effects as the repairs made by the individual ship upon itself and are in addition to the regular repair effort may by the ship itself.  Hits to the Bridge of the ship to be repaired do not effect the ability of a tender to aid the ship.  Hits to the Bridge of the tender prevent the tender from providing repair assistance.  A tender may allocate repair assists to itself.

The number of repair assists which a tender may perform per turn is determined by the tender’s class.  To determine this number, divide the tender’s class by 3 (drop all fractions), with a maximum of 3 repair assists per turn (ex., Class VIII/3 gives 2.67 which becomes 2 repair assists).  Tenders of Class I or II may provide only 1 repair assist per turn, and this may only be a Repair Team, not Repair Shuttles (see below).  No more than one repair assist may be made per phase.

There are two types of repair assists which tenders may employ; Repair Teams and Repair Shuttles.  The total number of Repair Teams and Repair Shuttles which a tender may employ per turn is equal to the number of repair assists per turn as determined in the previous paragraph.

Repair Teams represent crew members from the tender aiding a ship’s crew in performing repairs on their vessel.  A Repair Team may be sent by the tender if and only if; 1) the ship to be aided is within transporter range (4 hexes), 2) the tender has powered at least one transporter per Repair Team to be transported in the turn, and 3) the shields of both ships along the line of transport have been lowered according to the transporter usage rules.  If these conditions are met, the ship may make a standard repair roll against any damage using the tender’s Crew Efficiency plus 10.  The Repair Team is assumed to beam back to the tender at the end of the phase in which the repair assist occurs (sure, sure, sure ... not likely given the short length of phases, but it keeps the tracking of repair teams to a minimum).

Repair Shuttles represent small maintenance shuttles capable of performing external repairs on ships.  Repair Shuttles may be sent by the tender if and only if; 1) the ship to be aided is in the same hex as the tender, 2) neither the tender nor the ship to be aided will move in the turn the Repair Shuttles operate (movement points may be allocated, but the ships may not move, this includes a prohibition on rotating in place for the assisted ship), and 3) the tender and ship to be aided must have at lease one shield down during the phase (shield power may be allocated, but the shield must have been dropped at the beginning of the phase).  If these conditions are met, the ship may make 2 repair rolls using the tender’s Crew Efficiency plus 10 to fix engine or superstructure damage.  The Repair Shuttles are assumed to return to the tender at the end of the phase the repair assist occurs.  A maximum of one Repair Shuttle repair assist may be made per turn.  Tenders of Class I and II are not equipped with Repair Shuttles.

Ramming TC  "Ramming" \l 2 
Ramming is not a common tactic among the space navies of the Star Trek universe.  Other than the Klingons, most races believe that it is better to run away to fight another day than to die for little effect; and even the Klingons won’t sacrifice themselves without a good cause.  Therefore, the ramming rules are designed to make it hard to succeed at a ram.

As ramming is a desperation tactic, no ship may declare a ram if it has more than 20% of its crew remaining onboard (40% for Klingons).

A ramming ship must end its movement in the same hex as the target of the ram.  A ram will automatically fail otherwise.  The relationship for firing and damage between the ramming ship and the ramming target ship is defined by the hex side through which the ramming ship enters the common hex.

The following targeting modifiers will apply while a ship is attempting a ram;


+1
For any vessels firing on a ramming ship


+3
For the target ship firing on a ramming ship


+1
For ramming ship firing on ramming target ship

Once a ship declares a ram attempt, all weapon’s targeting modifiers apply for as long as the ship attempts to ram anything.

Ramming attempts will be resolved after all weapons fire and all exploding ships are completed.  If ramming causes more ships to explode, then that will be handled after all ramming has been resolved.

The success of the ram is determined by a Ramming Roll, which is an opposed modified D10 roll (i.e., each ship rolls a D10 and applies the following modifiers).  The ship with the greater modified roll wins the Ramming Roll.  If the target ship wins or ties the Ramming Roll, no ram occurs.  If the ramming ship wins the Ramming Roll, a ram occurs.


+1
For every 3 full points of speed one ship has over the other. Maximum modifier of +2.


+1
For every 10 full points of Crew Efficiency one ship has over the other. Maximum modifier of +2.


+1
For every 2 Class sizes by which one ship is less than the other.  Maximum modifier of +3.


+1
For being the target of a ram.


+2
For every Evasive Maneuver a target ship performs (applies only to the target ship).


+1
If the target ship performed an Emergency Heading change (applies only to the target ship).

A target ship may elect not to attempt to avoid a ram.  In this case, the ramming ship rolls a single D10.  On any result except a zero (0), the ram is successful.  On a roll of zero, the ram misses.  This roll will also apply if the target has no crew or is an immobile unit (ex. an outpost), and so cannot maneuver.

An Evasive Maneuver is a radical, last second movement by the target ship to attempt to avoid a ram.  All vessels, except those which cannot move (ships without crews, ships with no power to movement, outposts, etc.), may perform one Evasive Maneuver.  Any ship capable of movement which did not expend all of its available movement points in the current Movement Phase may perform an additional Evasive Maneuver for each unexpended movement point (an “unexpended movement point” is any point which the ship did not use to move or turn).  An Evasive Maneuver damages the target ship in the same manner as for an Emergency Heading change, but the ship does not change its orientation.

A successful Ramming Roll which is +1 to +4 greater than the target ships modified roll results in a Glancing Blow.  If the difference in the Ramming Roll is greater, then the result is a Solid Hit.

Each ship determines the damage it causes separately.  The ramming ship will do damage to the target ship as;


Glancing Blow:
Ramming ship’s class size x Ramming ship’s speed x D10 / 10


Solid Hit:
Ramming ship’s class size x Ramming ship’s speed x (1 + D10 / 5)

The target ship will do damage to the ramming ship as;


Glancing Blow:
Target ship’s class size x Ramming ship’s speed x D10 / 10


Solid Hit:
Target ship’s class size x Ramming ship’s speed x (1 + D10 / 5)

Drop all remainders.  Treat a roll of zero (0) as 10.  Shields will protect against ramming damage as for weapons damage.

Tractor Beams TC  "Tractor Beams" \l 2 
Tractor beams may be used in tactical combat to tow other ships (see Towing below).  Tractor beams may not be used in combat to effect other ships except to tow friendly or de-crewed vessels.  A tractor beam requires 1 point of power to function (record this below the weapons section on the Control Panel).  Ships of Class VIII and less are considered to have one tractor beam.  Ships of Class IX and above have two tractor beams.  Regardless of Class, ships designated as a “tug” or a “transport” have two tractor beams.  All tractor beams have a maximum range of four hexes, and use Firing Chart A.

A tractor beam may be “fired” at the ship to be towed in the same manner as for any beam weapon, except that no lock-on is required.  The shields between the two vessels must be down for the tractor to take effect, and must remain down for the tractor to continue to work.  If at any time a functional shield comes between the two ships, the tractor beam will be broken.  This includes each individual hex of movement by either ship.

Transporters TC  "Transporters" \l 2 
To rescue personnel from another ship, the following changes are made to the Sequence Of Events (see page 24).

Transporters must be powered in order to be used.  The power requirements of the various transporters are listed in the Transporter Power Table.  A transporter may be used only once per game phase.  In any one segment of the turn only one vessel may be the target of a transport (i.e., regardless of how many transporters are powered, all transports in a segment must be to or from only one other vessel).

Prior to the Sensor Locks phase (but included as part of each phase), the captains of the two ships involved in the crew transfer must drop the shields through which they will transfer personnel.  The shields must be those along the direct line between the ships.  If the path is along the dividing line between shields, then a ship may select which shield will be dropped.  This is not announced to other players, although if asked as a part of a successful sensor lock, the condition of a shield must be truthfully revealed (see Sensors, Sensor Locks, Additional Information above).  The shield will re-energize normally during the Repair / Repower Phase.

         Transporter Power Table


Transporter
Power Required


6-9 Person (or smaller)
1


18-22 Person
2


Small Cargo
1


Large Cargo
2


Emergency
0/1

A “Transport” step is added to the turn sequence prior to the Repair / Repower Phase.  During this step a ship may transfer crew.  All functioning personnel transporters on a ship may be used provided that the ship has allocated power to each of the transporters to be used.  The receiving ship should note how many personnel have been added to the ship, as passengers in this phase.  The sending ship should treat transferred crew as crew hits and reduce the Percent Casualties Track accordingly.

Personnel may not be transferred using cargo transporters.  If the size of the cargo transporter is not clearly designated, assume it is a small cargo transporter.

Emergency Transporters may only be used when abandoning a ship and then only by the ship from which the personnel are leaving (i.e., an Emergency Transporter never beams someone off of another ship).  Emergency Transporters require no power to operate for the first turn in which they are used (the energy was stored for such an emergency).  They must be powered normally in any following turns in which they are to be used.

If a crew comes to a ship from a ship of the exact same type, then the transferred crew may be used immediately as crew for the receiving ship.  If the crew comes from a ship of a different class, then during the Repair Phase of the third turn after a transfer, the receiving ship may treat the new personnel as its own crew, and adjust its Percent Casualties Track accordingly.  The adjustment will take place at the end of the Power Allocation Phase.  Crew from a ship of a different nation may not be added to the crew of the rescuing ship (note: all Federation species are treated as from the same nation).  Civilians may not be added to the crews of military ships.

Towing TC  "Towing" \l 2 
A ship may tow another ship during combat.  A tractor beam is used to do this.

A towing ship which advances only one hex of movement and does not turn, may, once per movement phase, draw the towed ship one hex closer to itself, until the ships are in the same hex.  When the towing and towed ships are in the same hex, they may move normally without their shields endangering the tractor beam.  In this case, the ships must specify their relative positions, indicating whether they have dropped shields 6 and 2 or shields 5 and 1.  Unless otherwise indicated, in the case of a scenario which begins with a ship under tow, the towing and towed ships will always be in the same hex.

A ship moving in reverse may not tow or maintain a tow.  While towing, a ship may never exceed its Cruising Warp Speed.  The following table determines the adjustment required to a ship’s movement ratio when towing.  Ships designated as a “tug” or a “transport” may use one higher line on the table.


Relative Class Size


From
To
Effect


-5
or less
No change


-3
-4
Up 1 movement ratio step


0
-2
Up 2 movement ratio steps


+2
+1
Up 3 movement ratio steps


+4
+3
Up 5 movement ratio steps


+6
+4
Up 7 movement ratio steps


+7
or more
Not possible




Note:

A “movement ratio step” makes the movement ratio one worse.  For example; 3/1 becomes 4/1, or 2/3 becomes 1/1.

A ship with a single tractor beam will loose the use of that beam when it receives 70% damage to its superstructure.  A ship with two tractor beams will loose one beam at 40% loss of superstructure and the second at 80% loss of superstructure.

Carrying Marines TC  "Carrying Marines" \l 2 
A ship may carry marines only if cargo space is permanently allocated for the use of the marines.  Marines may be carried as “Active” or “Stasis”.  Active marines are conscious (or as conscious as marines ever get).  In this condition they are available for immediate service, but require a larger amount of space.  Marines in Stasis are in suspended animation and must be revived before they may be used in action.  This carry method requires much less space, but time is needed to get the troops ready for action.  Scenario setup rules may permit Marines in Stasis to be revived prior to the start of  a battle.

The Troops Carry Table lists the minimum number of tons of cargo required to support one marine.  The tonnage is determined by multiplying the number of troops by the Cargo Per 1 Troop rate.  The resulting tonnage is the minimum which must be built into the ship to support the troops.  Once determined, the number of troops, the Active / Stasis carry condition may not be changed except by a redesign of the ship.  All troops on a ship must in the same carry form (i.e., all Active or all In Stasis).

Troop Carry Table



Active
In Stasis


Cargo (Tons) Per 1 Troop
60
25


Minimum Number of Troops
10
20

Special Note - FASA designed ships generally, but not always, come close to the numbers required in this rule.  If a FASA designed ship is at all close to the required tonnage or ratio, then it should be accepted as created.  Ships designed under the construction rules must conform to these Marine rules.

To use Marines which are in Stasis, they must be reanimated.  This is a long process and cannot be performed during battle.

Whenever a ship’s Stasis troops are active and onboard, the Casualty Modifier Track is reduced by one box for each 25% or part thereof of the total troops to reflect the crowding which will occur.  This reduction due to crowding may not make an undamaged ship drop to worse than the 60-69% box on the Casualty Modifier Track (i.e., the ship cannot be forced into the “Not Firing” box just due to crowding).

A ship which does not normally carry troops may, temporarily for battle, carry a number of troops equal to 10% of its standard crew size.  If it does this, it drops one box on the Casualty Modifier Track.

Losses to the troops are taken in the same manner as for the crew.  To determine the number of effective troops at any time, multiply the value from the Percent Casualties Track by the original number of troops.

Boarding Operations TC  "Boarding Operations" \l 2 
Ships may send boarding parties to other ships.  Boarding parties consist of ship’s crew or Marines.  The assignment of personnel to boarding parties must be done during the Power Allocation Phase.  If ship’s crew are removed for boarding parties, then the Percent Casualties Track and the Casualty Modifier Track must immediately (during the Power Allocation Phase) be reduced to reflect any reduction in crew (the personnel are in the transporter rooms, not at their assigned stations).  If the boarding parties are not used or return to their ship, then they may be added back to these tables during the Power Allocation Phase of the turn after they return to the ship or are removed from a boarding party.

Boarding parties may transport onboard a ship according to the rules for Rescues During Combat.  If the ship is operational (i.e., a minimum of 10% of its crew are manning the ship), then the ship is told it is being boarded, but the number of boarders is not revealed.

Emergency and cargo transporters may not be used to transfer boarding parties.

Marines may not be used to man ships.  They are trained for combat, not for ship operations.

Shipboard Melee Combat TC  "Shipboard Melee Combat" \l 2 
Shipboard melee combat begins in the phase after an enemy force has boarded a ship.  Melee combat is conducted as a separate phase between the Firing Phase and the Repair / Repower Phase.  The following sequence is used for melee combat.

Note:  Steps a through f are not used in the first turn that a boarding party beams onto a vessel.


a.
Account for losses to personnel in melee due to damage received by the ship.  The number of personnel lost is a percentage equal to the losses on the Percent Casualties track in the current Firing Phase.  Both sides on a damaged ship suffer these casualties.


b.
The boarded ship may add or remove personnel from the melee (unlike boarding parties, this is done just before combat in each segment of the turn).


c.
Each side secretly decides whether or not to withdraw from melee combat by leaving the ship.  If either side is able to completely withdraw, the melee combat ends.


d.
Execute melee combat and apply losses due to combat.


e.
Determine morale for each side in melee combat.


f.
Determine if the boarding party is able to shut down the ship’s power.  A boarding party must dedicate 10 persons to shutting down power.  These persons are not included in the combat values (but may be taken as casualties if all combatants are eliminated).  In any phase after the one in which a boarding party beams onto a ship, the boarding party may make a roll to see if it is able to shut down the boarded ship’s power systems (it is assumed that boarding parties make for Engineering to attempt to take control of a ship).  A D10 is rolled.  On a result of 1 (one) the shutdown is successful.  If the boarding party is still on the ship during the next Power Allocation Phase, the ship will have no power to allocate.  If the boarding party is eliminated or surrenders, then the ship’s personnel may make a D10 roll during each phase to see if the ship’s power is restored.  It is restored on a roll of 1-5 and may be used normally in the next Power Allocation Phase.


g.
If shield conditions permit and transporters have power, other ships may add or remove personnel from the melee.  The new personnel may come from friendly or enemy ships if they meet the requirements of the transport rules.

The Percent Casualties and Casualty Modifier Tracks must be modified for the number of crew removed from their normal stations on any ship which puts personnel into melee combat.  A ship sending personnel for melee must retain a minimum of 10% of its original crew onboard in order to operate the ship.  A boarded ship may add up to 20% of its original crew strength or 40% of its original marine strength to a melee in each Melee Phase (excluding marines in stasis).

A ship with no combat capable personnel is captured by a boarding force in the first phase in which the boarding force may fight in melee, regardless of the strength of the boarding party.

Melee combat is handled by comparing the Melee Strength of the two forces.  The base Melee Strength is the number of personnel committed to the melee.  Take the Base Melee Strength for a group and multiply it by all applicable modifiers from the Melee Strength Modifiers Table (round 1/2 up).  The final number is the Total Melee Strength for that side.  Compare the two Total Melee Strengths and roll on the Melee Combat Table.

If a side contains personnel to whom different modifiers apply, perform the computations for each such unit of personnel and then add the results together.

Either side in a melee may withdraw from the melee by beaming off of the ship.  Beaming off is conducted in the same manner as for beaming on.  Only the original crew and any allies may use the boarded ship’s transporters (assuming that they have power).  Emergency transporters (but not cargo transporters) may be used to evacuate a ship in this manner.  Any side which beams out suffers an automatic 5% casualties (minimum 1 person) during such a beam out.

The original crew of a ship and any allies may withdraw from the melee by taking the ship’s shuttles.  The withdrawing side suffers an automatic 5% casualties (minimum 1 person) during such a withdrawal.

Personnel who withdraw from melee combat, either by beaming off or taking shuttles, may not participate in another melee combat until at least one full game turn has passed, unless that combat takes place on their own ship (i.e., they may not willingly enter combat unless another party boards their own ship).

Melee Strength Modifiers Table


Condition
Modifier
Notes


Green or Poor Crew Quality
(CE <=44)
0.8


Average or Good Crew Quality
(CE 45-90)
1.0


Crack Crew Quality
(CE 91<=)
1.2


Not On Own Ship

0.9
1


Personnel, not Klingon or Gorn (non-Marine)
1.0


Personnel, Klingon or Gorn (non-Marine)
1.1


Marines, not Klingon or Gorn

1.1
2,4


Marines, Klingon or Gorn

1.2


Military Passengers

0.9
3,4,5


First Melee Phase After Beam On
0.8


Shaken Morale

0.8

Notes:


1
Crewmen from a ship with the same class and designation (including variant marks) may be treated as On Own Ship (ex. crew from a Federation Enterprise Mk I cruiser boarding an Enterprise Mk III cruisers are treated as On Own Ship.  Crew from a Klingon D-7G cruiser boarding a D-7S cruiser, are not treated as On Own Ship because the ships are of different classes — VIII and IX).


2
Marines take on the Crew Quality of the ship to which they are permanently assigned.


3
Military Passengers are all personnel riding on a ship who are not permanently assigned to that ship as either Crew or Marines, but who are members of a military force.  Civilian passengers are not Military Passengers and may not engage in combat.


4
All troops on Assault Ships or other personnel transports are treated as Military Passengers unless specifically stated otherwise by a scenario description.  Only the Marines permanently assigned to a ship receive the On Own Ship multiplier.


5
Military Passengers are always treated as Poor Crew Quality unless specifically stated otherwise by a scenario description.

After each melee phase, except the one in which a ship is first boarded, each side must make a morale roll.  Start with a Base Melee Morale Score of six (6).  Add the modifiers from the Melee Morale Modifiers Table.  Use the modifiers which apply to the best type of personnel in the melee (i.e., the rolling side may pick the type of personnel which will generate the best value from the table, but do not use personnel who just beamed onto the ship in the current phase).  Roll a D10 on the Melee Morale Table.  The result of the roll must be equal to or less than the Modified Melee Morale Score for the group to continue fighting.  A roll of one (1) is always a success, regardless of the modified Melee Morale Score.  A modified Melee Morale Score of ten (10) or better means a group will not consider surrender at the current time.

If a group fails its morale roll, then their morale status goes down by one level.  There are three morale levels: Good, Shaken, and Surrender.  Unless otherwise specified, a group begins with Good morale.  One morale failure results in Shaken morale.  Groups with Shaken morale which fail a morale roll will Surrender.

If the defenders of a ship surrender, then the ship is taken.  The presence of crew members not in the fight (i.e., still manning the ship), does not effect the surrender, since these personnel are forced to surrender also.

Melee Combat Table



Odds (Attacker / Defender)


D10
1/5
1/4
1/3
1/2
2/3
1/1
3/2
2/1
3/1
4/1
5/1
6/1


1
50/0
40/5
30/0
25/5
20/0
20/0
20/5
15/5
10/5
10/5
10/0
10/0


2
40/5
30/0
20/5
15/0
15/5
15/0
15/5
10/5
5/0
0/0
0/5
5/10


3
30/0
20/5
15/0
15/5
10/0
10/0
10/5
5/0
0/0
0/5
5/10
0/10


4
20/5
15/0
15/5
10/0
10/5
5/0
5/0
0/0
0/5
5/10
0/10
5/15


5
15/0
15/5
10/0
10/5
5/0
0/0
0/0
0/5
5/10
0/10
5/15
0/15


6
15/5
10/0
10/5
5/0
0/0
0/0
0/5
5/10
0/10
5/15
0/15
5/20


7
10/0
10/5
5/0
0/0
0/5
0/5
5/10
0/10
5/15
0/15
5/20
0/20


8
10/5
5/0
0/0
0/5
5/10
0/10
0/10
5/15
0/15
5/20
0/20
5/30


9
5/0
0/0
0/5
5/10
5/15
0/15
5/15
0/15
5/20
0/20
5/30
0/40


0
0/10
5/10
5/10
5/15
5/20
0/20
0/15
5/20
0/25
5/30
0/40
5/50

Notes:


1
Treat odds worse than 1/5 cause an immediate surrender or destruction of the attacking force.


2
Treat odds greater than 6/1 as an immediate surrender or destruction of the defending force.


3
Results are Attacker / Defender losses as a percent of the total force.  Multiply the number of personnel in the total force taking damage by the percent loss.  Remove that many personnel of the owning player’s choice.  The minimum loss is always 1 person for any loss percentage greater than zero.


4
The “Attacker” is the side which is boarding a vessel.  If both sides in the fight are not from the ship, then the “enemy” of the ship is the attacker.


5
Round all odds in favor of the defender.

Melee Morale Table


Condition
Modifier
Notes


Green or Poor Crew Quality
(CE <=44)
-1


Average or Good Crew Quality
(CE 45-90)
0


Crack Crew Quality
(CE 91<=)
+1


On Own Ship

+1


Not On Own Ship

0


Cut Off As Attacker

-1
1


Marines

+1


Klingon or Gorn

+1


Military Passengers

-1


Reinforcements Received

+1
2


Shaken Morale

-1


Odds 1/3 Or Worse For Attacker

-2
3


Odds 3/1 Or Worse For Defender

-2
4

Notes:


1
Used if defending ship has a shield up between itself and all ships which sent the remaining boarders onto the ship.


2
Includes beam-in from the end of the previous turn or new personnel from the ship on which the fight is taking place.


3
Applies only to the Defender force.


4
Applies only to the Attacker force.


5
The  base value for a Melee Moral Score is 6.

Armor TC  "Armor" \l 2 
“Armor” is a combination of dense material combined with dedicated structural integrity force fields.  It is able to absorb damage before much of the rest of a unit’s structure takes damage.  Placed on the outside of the unit, armor is able to stop damage to shield generators, weapons, unit’s superstructure, engineering grids, and matter/anti-matter generators.  Armor is not able to protect engines, the bridge, or the sensors.

Whenever a unit takes damage to a protected system, the damage is first applied to the armor.  If the armor is able to absorb the damage, then no damage occurs to the unit’s systems.  If the damage exceeds the amount of armor, then the excess damage is applied to the indicated system as normal.  Unlike superstructure, armor does not cause casualties to the crew, regardless of the hit system, unless the damage gets past the armor.

Armor may not be used on ships.  Only outposts, other fixed space facilities, and ground installations may have armor.  Armor is applied in “boxes” just as superstructure.


Outpost
Ground

  Mass
Cost
  Mass
Cost
Federation
1,600
10
1,000
1

Klingon
1,650
11
1,030
2

Romulan / Orion
1,700
13
1,060
2

Gorn / Others
1,750
15
1,100
3

Matter / Anti-Matter Generators TC  "Matter / Anti-Matter Generators" \l 2 
Matter / anti-matter generators are used by outposts as power sources.  Only one matter / anti-matter generator may be mounted on any unit (this is a game mechanic based on the existing ship designs, but it doesn’t make any sense in the real world).

If needed, always use a WER value of 1.0 for these generators.

Federation


Engine Type
  Mass
Power
SS Req
Cost

FMAPG-1
4,100
98
0.2
9


FMAPG-2
6,600
155
0.2
14


FMAPG-3
7,750
180
0.2
17


FMAPG-4
1,400
35
0.1
3


FMAPG-5
1,700
50
0.1
4

Klingon


Engine Type
  Mass
Power
SS Req
Cost

KMAPG-2
7,000
144
0.3
22


KMAPG-3
8,000
170
0.3
28

Romulan


Engine Type
  Mass
Power
SS Req
Cost

RMAPG-1
2,000
48
0.2
6


RMAPG-2
4,000
72
0.2
9


RMAPG-4
6,000
120
0.3
12

Orion


Engine Type
  Mass
Power
SS Req
Cost

OMAPG-1
1,200
30
0.2
4


OMAPG-2
1,500
45
0.2
5

Warp Movement Rules TC  "Warp Movement Rules" \l 1 
The Warp Movement Problem TC  "Introduction" \l 2 
The description of movement in the tactical rules (see Warp Speeds, page 16), is garbage.  It is illogical and inconsistent with descriptions in other locations in the rules, and, most importantly, has no relationship to the TV series or movies.

It is abundantly clear that all normal combat in the Star Trek universe occurs at sub-light speeds.  Warp speed movement is used for interstellar travel.  Within solar systems the type of movement depends on the individual episode of the TV series or a movie.  In many cases, especially in the original series, ships warped into orbit.  In the 2nd Generation and Deep Space 9, ships normally moved at sub-light speeds within solar systems.

This issue is important to the game system in that whether or not the ships in tactical combat are using warp speeds determines the limits on both tactical and strategic movement.  If ships are moving at sub-light speeds for combat, then warp speed may be used as a means to escape a battle.  However, it also means that in a campaign, ships moving at warp speed are effectively invulnerable to attack and unable to attack.  If ships are moving at warp speeds for combat, then they are limited as to their upper movement (Emergency Warp Speed), and there is no easy way to escape battle other than running at their best speed.  However, such an assumption makes for much better campaign play, as ships cannot simply avoid combat by going to warp speed.

The following rules modify the broken FASA movement logic for whether one wishes to play with ships fighting at sub-light speeds or warp speeds.

Sub-Light Combat TC  "Sub-Light Combat" \l 2 
If combat is assumed to occur at sub-light speeds, then all existing rules apply, plus the two following rules for Warping Out Of Battles and  Warping Into Battles.  Ships move tactically at sub-light speeds, and cannot be attacked or attack when moving at warp speeds.

Warp Speed Combat TC  "Warp Speed Combat" \l 2 
If combat is assumed to occur at warp speeds, then the following two rules (Warping Out Of Battles and  Warping Into Battles) are not used, and the Sub-Light Movement rule (below) is used.  Ships will be limited to assigning no more movement points than their maximum Emergency Warp Speed.  As they are already at warp speed, a ship may not “warp out” of a battle, it may only move away as quickly as it is able.

Warping Out Of Battles TC  "Warping Out Of Battles" \l 2 
This rule is used only if playing with ships fighting at sub-light speeds.

As combat occurs at sub-light speeds, it is possible for a ship to leave the combat area quickly using warp speed.  To do this, the ship must first bring its warp engines on-line for warp movement.  This requires that power be allocated for warp movement, a declaration be made, and a roll be executed to see if or when the engines activate.

The power required for warp movement is proportional to the maximum warp speed of the ship.  The amount of power needed for any warp speed is determined by;


Speed Desired ÷ Cruising Warp Speed x Total warp engine power (round any remainder up)

During the Power Allocation Phase, the ship must set the speed at which it will begin its warp movement, and allocate power for that movement.  A ship must use a minimum of Warp 2.  Any lesser speed is considered to be insufficiently greater than the near light speed possible by the ships in combat, and such ships would be able to fire upon or chase the exiting ship.  If the ship does not have sufficient power for at least Warp 2, then it cannot warp out.

In the Tactical Advantage Phase of a turn, any ship intending to warp out must announce this.  Once announced, the ship must attempt to execute this during the current turn.  The ship may change this decision during the next turn.

The target value for the engine activation roll will be;

(Current warp engine power ÷ Total warp engine power) x 100 - 10


Subtract an additional 10 if the ship is a dual engine ship which has completely lost one engine.

The result will be a target value from -10 to 90.  The engine activation roll (D100) must be equal to or less than the target value.  Obviously, a result of zero or less means that the ship cannot achieve warp speed.  The activation roll is made in the Engine Activation Phase at the end of each of the three segments of a turn.  A ship must announce the successful activation of its warp engines to all other ships.

The ship must warp out during its next Movement Phase, unless the next Movement Phase is in the next turn, and the ship suffers sufficient damage to prevent it from achieving its set warp speed.

When the ship warps out, it will move along a path to its immediate front.  If a mine is in the path of the ship, determine if the mine explodes in the normal manner.  If there is a planet, moon, or asteroid along this path, the ship must determine if it will strike the object.  The chances of striking an object are listed in the Striking Table (roll D100 with a result less than or equal to the indicated Chance.


Object
% Chance


Planet
90


Moon
50


Asteroid
25

A ship which has the ongoing effects of one or more Bridge hits (see Firing Weapons, Damage Results, Effects From Bridge Hits above) may not attempt to activate its warp engines.  The activation roll may not be made in any turn segment in which a Bridge hit is in effect.

A ship which has suffered 70% or greater superstructure damage may not warp out.  On such a ship the main deflector is assumed to be damaged, and it is not safe to move at warp speeds without the navigational deflectors.  If the ship is repaired to less than 70% superstructure damage, then the deflector will come back on-line.

A ship must have crew onboard in order to use warp movement.

Monitors (i.e., ships described as a “monitor” and powered by non-warp capable engines) cannot warp out of a battle.

Warping Into Battles TC  "Warping Into Battles" \l 2 
This rule is used only if playing with ships fighting at sub-light speeds.

Although a rare event, it is possible to use warp speed to enter a battle.  However, movement at warp speed is not as precise as sub-light movement, and a ship may not arrive exactly at its intended location.

Ships warping into a battle will do so at the start of a turn.  Such ships must allocate power to warp movement during the Power Allocation Phase in addition to the standard power allocations.  The power required for warp movement is determined by the formula;


Warp speed ÷ Cruising Warp Speed x Total warp power (round fractions up)

The “Warp speed” used in the formula must be that used for campaign level movement to reach the battle (i.e., the ship cannot slow suddenly just before reaching the battle) and must be a speed of least Warp 2.  If Emergency Warp Speed is used to enter the battle, then the ship has no power available for any other use in the turn it enters the battle.

At the beginning of the Tactical Advantage Phase the captain will select the target hex for the arriving ship.  Restrictions on the locations of the arrival hex may be made by a scenario.

Determining the dispersion of the arriving ship is a three step process;

First, make a Crew Efficiency roll.  If the roll is successful, the ship arrives with a Minor Error in location.  If the roll is unsuccessful, the ship arrives with a Major Error in location.

Second, determine the direction of the dispersion.  Use the direction from which the ship is approaching as the base.  Roll D4-1 and 2D10.  Treat the D4-1 as the hundreds place, and the 2D10 as the tens and ones places, to give a value from 000 to 359.  Reroll on a result of 360 or greater.  Measure clockwise from the arrival direction.

Third, roll on the Warp Dispersion Table to see how far the ship deviates from its intended location.  Add the entering warp speed to the distance of the dispersion.  Treat a negative result as zero (0).

Count hexes from the target hex in the direction of the dispersion.  Place the arriving ship in the indicated hex, facing in the direction of its warp movement.

Ships arriving by warp movement may be targeted in the phase they appear on the battle area.  Sensor locks are performed normally, but have a -2 modifier applied to the target value of the roll (i.e., it is harder to lock-on to the arriving ship).  Ships arriving may not perform sensor locks in the turn segment in which they arrive (they technically do not arrive until the Movement Phase).  A ship arriving by warp movement may not be fired upon unless the firing ship has a sensor lock-on, nor may that ship fire without a sensor lock-on.

Warp Dispersion Table


D10
Minor
Major

1
-4
3


2
-4
4


3
-2
5


4
-2
6


5
0
7


6
0
8


7
1
9


8
1
10


9
2
11


0
2
12

Monitors (i.e., ships described as a “monitor” and powered by non-warp capable engines) cannot warp into a battle.

Sub-Light Movement TC  "Sub-Light Movement" \l 2 
This rule is used only if playing with ships fighting at warp speeds.

A ship which has lost all power from its warp engines will not be capable of moving at warp speed.  In this situation it may still expend a maximum of one movement point per Movement Phase, but it may only move one hex per movement point (i.e., it cannot perform any movement involving moving two hexes for one movement point).
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